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Find the necessary point for Black. 


MAIL ORDER 


BOOKS 


THEORY AND PRACTICE OF GO GO FOR BEGINNERS 
by O. Korschelt 


THE GAME OF GO 1971 HONINBO TOURNAMENT 


by K. Shigemi , MIDDLE GAME OF GO 
STEPPINGSTONES TO GO VITAL POINTS OF GO 


by K. Shigemi E STRATEGIC CONCEPTS OF GO 
BASIC TECHNIQUES OF GO : HOW TO PLAY GO 


Book Magazine 
(Written in Japanese) IGO MAGAZINE SUBSCRIPTION 
KILLER OF GO SERIES (5 vols.) 6 months 
by E. Sakata, 10-Dan. 


or any single volume 


|GO CLUB SUBSCRIPTION 
6 months 
* MAIL ORDER: For books, add 50¢ mailing charge and 
for magazine add $3.00 to 6 months, $6.00 to | year. 


GAME SET 


GO 
GO BOARD i : GO CONTAINER (Wooden) ........... $ 19.00 
GO BOARD i ; GO STONE Plosttes: =< 55-8 cs ies 8.90 
GO BOARD i ; GO CONTAINER (Plastic) ............ 7295 
GO BOARD : GO SET (Stone, Bowl, Board) ......... 11.90 
GO STONE (second grade) 47.00 MAGNETIC tO SEF es 5 Ses ans 17.30 
INSTRUCTOR USED DELUXE GO SET... 145.00 
SHOGI 

“MAH JONG _ St hs oh as eee ee Serge rs 2S 7.90 
MAH JONG SET Ue one tn aaa 
MAH JONG SET : te oe 
MAH JONG SET : FLOWER PLAY GARD ee 3.95 


*MAIL ORDER: add $2.00 mailing charge 
add $0.50 for Hanafuda only 


*MAIL ORDER: add $5.00 mailing charge. 


Tokyo Sales Corp. 
( & Zen Oriental Book Store ) 


142 W. 57th St., New York,N.Y¥. 10019 (212) 582-4622 


The AMERICAN GO JOURNAL is published bimonthly in Jan., March, May, July, 
Sept., and November by the American Go Association, PO Box 397, Old Chelsea Sta., 
New York, N.Y. 10011. Price per issue $2.00. Free with membership in the Associ- 
ation. ALL RIGHTS ARE STRICTLY PROTECTED BY THE COPYRIGHT LAWS. 


John Stephenson, Editor 
Tako Onishi, Translator 
Matthias Thim, Production 
Masao Takabe, Advertising 


1975 U. S. KYU CHAMPIONSHIP — EASTERN DIVISION 
1975 AMERICAN HONINBO TOURNAMENT — EASTERN DIVISION 


DATE: Sunday, October 12th, 1975 
TIME: Starting 10:30 AM 


LOCATION: Penn Center Inn, 20th & Market St. 
Philadelphia, Pa. 


HOST CHAPTER: Del-Val Go Association 


CONTACT: Mr. Ragnar Harvey, President 
Tel. (215) MA7-8227 


ENTRANCE FEE: $ 2.00 dan players 
$ 1.00 kyu players 


TIME: One hour per player, 30 seconds 
byo-yomi. Komi 4%; points. 


The winner of each section will play Westcoast 
finalists by telephone link. 


-CONTENTS- 
Maryland Open Tournament Report ...... 2 Answer To Cover Problem ............ ri 
IWaMOTO STOPOVE? sos.cnau ewe nees wanes 3 18 Hints To Improve Your Suji...... 8 
NGAGG SCANS Uadsivet eee eee. oak 3 PRODI AEs 00s eeu se eeee es eee 12 
Popinson. GO LUDPATY au tnwn besa we es 4 Robinson Library Catalog File ....... 13 
Professional Go Games .............. < National Numerical Rating System ... 16 


ERIE 


Md. Open Photos 


The 1975 Md. State Open proved a big success this year, with over 40 
AGA members participating. Open winner was Mr. S. Kang, 6-dan. Some 
of the players are shown below. 


| Mr. Ray Kukol, Pres. Wash. Go Club (left) 
Mr. Steve Stringfellow, 1-kyu (right) 


Mr. Moon Cha, 5-Dan 


(here Dr. Robert Gross, 
Prof. Larry Slobodkin, Stonybrook Univ., NY (right) Pres. Baltimore Go Club 


Mr. Terry Monks 


wood COMM. SHALE OPSH bmn 


Official A.G.A. Rated Tournament 


Multiple Sections for players of all strengths. 


Contact: Mr. Sandy Seidler, 124 Akbar Rd., Stamford, CT. 
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DATE: SEPT. 28th, 1975, SUNDAY. Mark it on your calendar. 
3 , 

OOCOOSOOOSSEOSSS OOO SSOHOOS 90S S60OHSOHSOHHHSHHOHHH NSH 0408 S90HHH89HH0H9H95550000008 


Skilled In Photography? 


The AGA needs someone to shoot, develop and print high contrast 
black & aunts photographs of game grids, so that we may publish 
diagrams of local tournament games. We can supply a master set 
of engraved numbered discs made especially for Go photography. 
Please write to Mr. John Stephenson, President, American Go Assn., 


PO Box 397, Old Chelsea Sta., New York, New York 10011. 


Iwamoto Stopover 


Iwamoto, professional 9th-dan, and author of Go For Beginners, shall be leading 

a tour through S. America during the summer. His group shall be spending one 

week in the New York Metropolitan area before going back to Japan. They are scheduled 
for the Go activities listed below: 


Aug. 21st, Thursday evening, 8PM - Simultaneous Play at the Eastside So 
Circle, 406 E. 88th St., NYC 

Aug. 22nd, Friday evening, 8PM - Bell Laboratories Murray Hill Group 

Aug. 24th, Sunday afternoon, 2PM - Delaware Valley Go Association, c/o Mr. 
R. Harvey, 215 Ma-7-8227 

Aug. 25th, Monday evening, 8PM - New York Go Club simultaneous, 23A W. 
lOth: St., NYC , 

Aug. 26th, Tuesday evening, 6PM - Nippon Club dinner, NYC. 


Mr. Takabe, AGA Vice-President, will assist Mr. Iwamoto during his stay. 
N.Y.C. Go Scene 


New York Go Club Activities (23A West 10th St., NYC) 
212-260-5640 


Tuesdays & Saturdays from 7:30 PM 
and Sundays from 2:00 PM — open play 


Fridays from 8:00 PM — dan players night 


Eastside Go Circle Activities (406 E. 88th St., NYC) 
212-722-9411 


Thursdays from 8:00 PM — rated Sake 
Leagues and Quadrangular Tournaments 


® 
RISK 


Mastermind sweeping dramatic moves in this exciting 
game of strategy and world conquest. For 2 to 6 players. 
Ages 10 to adult. 


$ 9.75 plus $ 1.00 postage/handling from Games Gallery, 333 W. 57th St. N.Y.C. 10019 
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ROBINSON GO LIBRARY 


Due to the extensive work of Cpt. 
Craig Hutchinson, AGA Librarian, the 
ROBINSON GO LIBRARY is assembled and 
operational. All correspondance about 
the library should be addressed to 
American Go Assn./Library, Box 397, 
Old Chelsea Sta., NY 10011. We are 
Sure that many members around the 
country will enjoy studying the many 
books now available to them through 
the interloan system. 


HISTORY 


Karl Davis Robinson (1884-1961) was 
one of the pioneers who brought the game 
of Go to the U.S. He first learned the 
rules of the game in 1909 and, with Dr. 
Edward Lasker and Lee Foster Hartman, 
founded the first American Go Club in 
1915. He was also one of the founders of 
the American Go Association in 1934, and 
its first chairman of its Rules and Tourn- 
ament Committee. 

His interest in the rules of Go led 
to his collaboration with Paul Olmstead 
on the "triple ko" problem, which became 
recognized as a fundamental contribution 
to the logic of the game. 

Go was a life-long interest for Mr. 
Robinson, a nationally recognized authority 
in the fields of photography, lithography, 
and graphic arts. In 1949, he initiated 
and was the first editor of the American 
Go Journal. He also designed a photo- 
graphic Go board (since lost), which 
greatly facilitated the publication of 
illustrated Go material. 

During the years from 1909 to 1950, 
Mr. Robinson built up the largest col- 
lection of Oriental Go books outside of 
the Orient. Recognizing the need for 
a Go literature readily accessible to 
those who could not read Japanese, he 
was responsible for having numerous Jap- 
anese works translated into English. 
Additionally, during the formative years 
of the AGA, he played a significant role 
in Japanese-American Go contacts, which 
lead to visits by Go professionals, the 
initiation of the Japanese Go Journal, 
and later, of the Go Review. 

In 1954, he established the Karl Davis 
Robinson Go Library (RGL) for the benefit 
of Go players and members of the American 


Go Association. He appointed two trustees 
to administer his library; namely, Lester 
H. Morris (the second editor of the Ameri- 
can Go Journal) and Dr. Ralph H. Fox, Pro- 
fessor of Mathematics at Princeton Universit 
Dr. Fox served at Curator for nearly 20 year 
With the passing of the original trustee 
the American Go Association transferred the 
RGL collection to the Gest Oriental Library 
at Princeton University in 1974. An Ad- 
visory Committee, chaired by the AGA Librar- 
lan, coordinates the administration of the 
RGL iff support of AGA activities. 


LOCATION 


The RGL 1s located in the Gest Oriental 
Library at Princeton, New Jersey, 08540. 


Mr. J. Tung is the Curator. 


LOAN PROCEDURES: 


The books may be obtained through the 
interlibrary loan office located in your 
local library. When ordering, provide autho 
title, date (volume or issue when required), 
and call number as indicated in the catalog 
listings. Restricted to AGA members only. 


RESTRICTIONS: 


Loan duration shall not exceed 30 days. 

The books may be used only on the prem- 
ises of the borrowing library. Due to the 
type and condition of the binding, photocopy 
1s also not permitted. 

Books marked with an asterisk are not 
available through the interlibrary loan due 
to value, age and deteriorated condition. 
However, photocopy or microfilm copies can 
be provided. 


PHOTOCOPY /MICROFILM: 


Photocopy or microfikm copies will be 
provided to individual§or clubs at their 
expense. 


ACQUISITIONS: 

The RGL will accept donations from in- 
terested individuals. The RGL is also main- 
taining an up-to-date collection of Igo Kura 
and Kido, as well as selected new works re- 
commended by the RGL Advisory Committee. 


(Catalog Listings On Page 13.) 
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Professional Game 


1973 MEIJIN TITLE MATCH - 7th GAME 


BLACK: HONINBO ISHIDA (challenger) 
WHITE: MEIJIN RIN KAIHO, wins in mid-game 
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Figure 1: 

WHITE 20: 
1S good timing. 

BLACK 21: 
Should have pressed down at “a, 
though it has some bad aji. 

BLACK 27, 29: tsukenobi 1s a work- 
able idea. 

WHITE 30: a possible alternative 
was to push to 31 for white 30. Then 
piace. 30. white 52.-black "b;" ('c" is 
too honest), and white "d." White can 
aim for an invasion at "e 


right after black 19 


because of komi, Black 
"even 


BLACK 37: against uchikomi white 
36 was soft. With white 38 a difficult 
fight begins. 

WHITE 44: Keima was loose. It was 


better to push to 89. After this, if 
black 45, then hane white 88 1s vital. 


WHITE 48: looks at the thinness 
of Black. Black 49 protects tsuke white 
5 ae a] 

BLACK 53: unexpected. This controls 


White's coming out and looks toward yose. 
WHITE 55: This kind of brute force 
tactics to enclose White allows a pon- 
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nuki white 60 and is usually against 
common sense. But Honinbo Ishida must 
have judged that it all depends on how 
the sequel is played. 

BLACK 63: looks loose but something 
like this is wanted for the fight to fol- 
low. This allowed the advance to white 
64 and the balance of territory has bro- 
ken down. Black needs a severe attack on 
the left side. 

BLACK 73: takes ko at 65. 

BLACK 75: questions the survival of 
White. White first tries to come out to 
white 76, leading to a close contest. 

BLACK 93: connects at 70. 

BLACK 95: takes ko at 55, and WHITE 
98 takes ko at 54. 

BLACK 99: connection, but the losing 
Hee Black had to fight this ko to the 
end. 


2 (101-228) 
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Figure 2: 

WHITE 2: connects to the outside 
with sente. 

BLACK 9: against kosumi tsuke white 


8 iS a desperate attempt. But White suc- 
ceeds to run out with white 10 to 18. 
Moreover, White gets thickness in the cen- 
ter and the game leans toward White. 

WHITE 66: takes ko at left of 21. 

BLACK 127: connects at 116. 

FINAL PLAY AT 228. 
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Reference Diagram: 

The black moyo on the right side 
could be broken with nozoki (peep) white 
1, and then white 5. So it was hard to 
secure a large territory. 


Epi log: 

This was the final game in the series 
of seven games between Honinbo Ishida and 
Meijin Rin Kaiho for the Meijin title. 
Meijin lost the first three games and won 
the last four games to retain his title. 
This series was a miraculous historic 
event. 


2D LANES OTTO TAIN BE BLE UAT NT TLD OCT LE TLE IEE FREE TO LT BT TE OL EG VE IE SATE PT POE ELT 


1973 10th-DAN TITLE MATCH, Ist Game. 


BLACK: Takagi, 7th dan (challenger ) 
WHITE: Sakata, ae dan, wins midgame 
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Figure 1: 
BLACK 7 ETC.: a joseki which 1s 


known as the sword of Muramasa. WHITE 
18 prevents the cut at "a" and the hane 
at "b," so White has no complaints. 

WHITE 34: - lf@Blia@ek. answers ateoc.” 
then white 75 and black 35 and there re- 
mains hane white 72 later. 

BLACK 67: looks toward an attack on 
the left and controls an invasion into 
the top side. But Black would have gained 
more actual territory with black 69, white 
70 and black 91. 

BLACK 71: a painful retreat. 

BLACK 85: Black misjudged the situ- 
ation. Black should have played tsuke 
black 1 as in diagram 1. If White tries 
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to save with white 2, then Black could cut 
this group off with black 3 to 11, and 
White gets into a difficult situation. 

So White cannot play 2. Instead White ex- 
tends to 85 at the top. With this the 
outcome of the game is. not clear. 

WHITE 86: a very good unhurried play. 
With this Black has no way to connect the 
two groups. Even if Black plays hane at 
"d," tsuke white 97 cuts off the group. 

In any case, one can say white 86 de- 
cided the game. 

BLACK 87: Black spent 55 minutes 
for this play. But White turns to keima 
white 88 and White gets ahead even more. 

BLACK 89: The losing hand. Black 
had to connect at "d" even if it doesn't 
change the tide. Black did not anticipate 
white 90. Black 91 is the only play under 
the circumstance. White connects at 94 
after white 92 and with white 98 the 
black group on the right gets very thin 
and insecure. 


Figure 2: 


BLACK 1: The only recourse left to 
Black is to attack the White group on the 


~ left. Will it succeed? Tsuke white 4 


after kikashi white 2 was a very good suji 


9 (101——152) : 


| oe pa | i black 1 is diagram 2 from this side, White 
C) | can save with white 2 to 6, taking advan- 
PET 


tage of Black's weakness. 
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BLACK 25, WHITE 28, BLACK 31 


to save the group. take ko. 
BLACK 5: from this side will not kill 
the white group. But even if Black tries FINAL PLAY IS 152.. 


Answer To Cover Problem: 


ANSWER DIAGRAM. Black 1 makes 
immovable form. It stabilizes and 
looks toward uchikomi on the left. 
If you neglect black 1, what will 
happen? 
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REF. DIAGRAM 1. Black will not 
die, but from white 1 nozoki (peep) 
through white 9 nobi White attack 
leaving Black in a bad situation. 

Note also that the uchikomi potential 
on the left side in the answer diagram 
is lost here. 
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18 Hints To Improve Your Suji 


by Masubuchi 


Hint #3: Know To Fight Or Sabaki 


This black 1 is a fighting posture. 
This, of course, is a joseki, but what de- 
cides is the relative strength of stones 
around. 


This black 1 isa Sabaki posture. Be- 


cause the marked white stone, this is no 
place to fight for Black. 


The techniques of fighting and sabaki 
are not easy but the most important thing 
is to decide whether to fight or to play 


Sabaki. The decision should be based on the 


relative strength of the stones nearby. 


There are those who fight all the time 


and those who avoid a fight at all cost. 
Neither is good. One must fight where one 


Should and must play sabaki where one should 


avoid a fight. 


There 1s a Go proverb which teaches not 


to fight in the opponent's sphere of influ- 
ence. It is indeed a sound principle. 

It 1s loose to play sabaki where one 
Should fight and it is heavy to fight where 
one should play sabaki. Remember this and 


try to develop an eye to judge the situation 


correctly. 


DIA. 1 - DEGIRI: PUSH OUT & CUT. 


The idea behind the press of black 3 


is to push White to the side. But White 
pushed out and cut with his 4 & 6. 

Black now must decide whether to — 
fight or play sabaki. 


DIA. 2 - PLACE TO FIGHT. 

Black should fight by extending to 
black 1. This is a joseki and you might 
play it without hesitation. But, the rea- 
son shouldn't be because it's joseki. 

The relative strength is 3 to 3 and it is 
Black's turn, so you must get an impulse 
to fight. You cannot say this is Black's 
sphere of influence, but Black is a 45-ston 
ahead of White so there is no reason to 
avoid a fight. 

White must also extend to white 2, 
and the fight ensues. 


DIA. 3: = FEASIBLE. 

Next Black attacks by sliding to blac 
3. White 4 to black 11 is a possible con- 
tinuation. Here I am not interested in go. 
ing over a joseki. The point 1s 
that after black 11, you should get 
the feeling that the two white stones 
are floating. This outcome is quite 
feasible for Black and it verifies 
the initial intuition: to: frakt: 
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DIA. 4 - BUT... 

The outcome above is good for Black 
locally, but in an extended arena it may 
not be good; this is the hard part of the 
game. Suppose the situation in the lower 
part of the board is like this. Then, 
with the jump of white 1, it looks good 
for White now. 


DIA. 5 - INEFFECTIVE. 
The above outcome shows that in this 
diagram to play white 2 & 4 against black 


1 & 3 is ineffective. This situation calls 


for White to play degiri. Thus, going 


back a step, when Black plays a press with 


black 1, he should not always expect 
white 2 and 4 like this diagram; White 


might play degiri. You have to think this 


much to play Go. 


DIA. 6 - NIKEN TAKABASAMI. 

White 3 is the well-known niken taka- 
basami (two-point high squeeze). White 
comes out with 5 & 7 against the press of 
black 4. It is Black's turn, but the ratio 
is now 4 to 3 in White's favor. This is no 
place for Black to fight. 


DIA. 7 - PLACE FOR SABAKI. 

_ Tsuke (attachment) with black 1 is 
Suji for sabaki in this case. But I warn 
you not to forget the basic truth and not 
to be wrapped up in the technique. 

One plays sabaki because it is disad- 


vantageous to fight. Techniques come later. 


DIA. 8 - DIVISION. 

Black 1 and white 2 is a possible form. 
The division (settlement) to black 5 is a 
joseki. By sacrificing the marked black stone 
Black gets a settled form. The same degiri 
Style, but because of one white stone the 
fighting posture is changed to sabaki posture. 


DIA. 9 - TOO MUCH. 

It is too much to fight by extending 
to black 1 here. The reason is very simple. 

After the extension white 2, the ratio 
is 5 to 4 in White's favor, so the fight,is 
always unfavorable to Black. Since this 
Situation is dealt with in joseki, not 
many players make mistakes. Still, it 
1S easy to make a wrong decision in an 
actual game. 

One must first correctly decide 
whether to fight or play sabaki and then 
find the bast way to carry out your de- 
cision. 


DIA. 10 - PRESSED.» 

A continuation of dia. 9 might be 
from black 3 to white 10. Now Black wants 
to extend to the left, but the marked 
white stone is in the way. So Black has 
to be content with the low extension to 
black 11. This is already a suffering 
enought for Black. But on top of this, 
White might pressure strongly with the 
white 12 tsuke. 

Black can exchange by playing at 
"a" but losing the corner stones would 
be too great. White to live with "b" 
is such a humiliation. 

All of this is the fault of the wrong 
decision to fight when one should have 
played sabaki. 


DIA. 11 - TESUJI. 

The reason why the tsuke black 1 
1S a tesuji for sabaki is that if White 
Stands to white 2, Black has the play 
black 3, 5, and 7. 

Black 5 and 7 is a break through of 
a very narrow space and you see that the 
two White stones are now dried up. This 
is no good for White. This shows that 
White cannot resist with white 2. 
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DIA. 12 - WRONG SUJI. 

Atari with black 1 is a wrong suji. 
For black 3, White stands to 4 and the 
result is very poor for Black. 


DIA. 13 - BIG LOSS. 

Once Black plays atari as in dia. 12, 
Black has to push farther to black 5 & 7. 
This results in the extension of white 6 
and 8, giving a large territory to White 
on the side. BLACK CANNOT AFFORD TO PAY 
THIS MUCH. 

This shows that a technique (suji) is 
also important. 


ms 


DIA. 14 - WHICH? 

Look at this diagram again (recall 
Hint #2 from the last AGJ). 

When White played the cap of white 1, 
Black has to decide whether to fight or 
play-sabaki. Going back one step, let us 
consider the reason for white 1. If White. 
want to fight... 


DIA. 15 - TWO SIDED BATTLE. 

White jumps to white 1 and white 3 on 
both sides. Against this Black simply jumps 
to Black 2 and 4 in the center. Black can 
either play "a" or "b," and White gets into 
trouble. This shows that White can't fight 
here and must play sabaki. The capping is 
a sabaki technique. This is the place for 
Black to fight. 


ei 


i : aie 
| s EE mares be 


DIA. 16 - WRONG PLACE. 
| So it is definately a wrong place for 
Black to try to live with black 1 & 3, etc. 

A beginner often makes this kind of 
mistake. Even a stronger player occasion- 
ally makes the same mistake, although the 
technique might be better. Such a mistake 
shows a shallow appreciation of the arena 
to fight. 


DIA. 17 - A PROBLEM. 

The correct appreciation of the arena 
is absed on the relative strength of stones 
ijn the area. Once you understand the basic 
principle, the technique will follow throug 
practice and experience. 

Suppose White came to attack with ko- 
sumi white 2 against the invasion of black 
1. What would you do? 
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DIA. 18 - HEAVY. 

If you run out directly with black 1, 
the black group gets heavy; this is no plac 
for Black to fight. White 2 to black 9 is 
a possible continuation. After this, by 


utilizing the thickness, White probably comes 
to white 10. 
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DIA. 19 - SAME. 

Even if Black tries black 1 & 3, the re- 
Sult 1S more or less the same. 

Black has to worry about the invasion 
at "a," but doesn't have time to defend that 
Side. This is because Black started to fight 
where he shouldn't have. A wrong decision 
leads to a bad result. 

DIA. 20 - SABAKI 

Black has the inferior ratio in this 
area. So he must play sabaki. One tech- 
nique here is to play tsuke with black 1. 


DIA. 21 - SUCCESS. 

If White stands to white 2, Black can 
live in the corner as shown with sente; 
White has to protect the cut with white 12. 
So Black can defend the right side with 
black 13. 

Black may not succeed this well each 
time, but the important thing is to judge 
correctly whether to fight or play sabaki. 

On a crooked root you don't get a good 
branch and can't expect flowers & fruits. 
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DIA. 22 - HOW ABOUT THIS? 
White just came into white 1. 
Black fight or play sabaki? 
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DIA. 23 - FIGHT! 
The situation is similar, but since it 


is Black's turn, Black should fight with the 


kosumi black 1. 

Since Black is strong on the right side, 
Black can fight and this is no place to play 
Sabaki. 

Defending the right side with black 7, 
and jumping one line ahead to black 9, Black 
has a superior form. Black even gets the 
possibility of invasion into the corner at 
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Problem #4: The Corner Or The Center 


Is it possible to capture 
Show the best 


Black to play. 
the corner or the center? 
moves for both sides. 


Answer Diagram: Winning Ko. The re- 
sult is a ko fight and White loses by lack 


of ko threats. First of all, hane black 1 
is essential. Then White is forced to 

cut at white 2 and take one stone with 
white 4. The next important play is black 
7. After 8 & 9, White tries to save the 
center group with white 10. Black ll is . 
the third clever play: the point of this 
is to threaten to take away one eye and 

at the same time eliminate a ko threat. 
After 12 & 13, a ko fight starts with 
whtie 14 to white 18. After black 19, 
White has only the threats white 20 & 22. 
Black 21 takes ko. White black 23, the 
corner group is dead. 
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Diagram #1: Losing Ko. Black is. 
tempted to play atari black 11, but 


this is no good because after black 19, 
White has the threat white 20. This is 
the reason why taking one eye with a play 
which eliminates a ko threat was import- 
ant. 


Diagram #2: Mistake Of White 14. 
After the mistake of black 11, to play 
white 14 on this side is a mistake. Black 
plays sagari black 15. This is the rea- 
son why White had to play 16 for 14. 


After kane 


Another Ko. 
black 1, if White pushes from white 2, 
then Black simply plays the usual black 95 
to 9 and the corner group is gone. 


Diagram #3: 


White 6. What 
Again a ko fight 
But 


Placin 
about sagari black 1? 
results with white 2 to black 15. 
after white 16, there is nothing Black can 


Diagram #4: 


do. 
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the only magazine in the world 
devoted to games and puzzles of every 
kind, as composed and compiled by 
irresistable mind-benders for immovable 
mind-defenders: puzzles mathematical 
and problematical, logical and _ literal, 
analogue and digital, brain-bashing and 
eye-crossing ... some for beginners, some for 
the casual, some for never-give-uppers ... with 
mazes and crazes, networks and pathways, 
chessbits, pentominoes: and eight pages of 
crosswords from cryptic to crackpot .. . All this and 
games galore! The games real people love to play: not 

only chess, cards, go, checkers and backgammon, 

but also all forms of word games and wargames, card 

games and board games . . . with in-depth studies of 
favourites like Monopoly, Scrabble, Diplomacy . . . 
notes historical and analytical . . and reviews of all the 
latest board games on the market as played, described and 
assessed by a panel of experts . . . plus readers’ games, book 
reviews, queries, readers’ letters, prize-winning competitions 


Annual subscription $10.80 


Send check to: Circulation Department, 11, © Games & Puzzles ® 11 Tottenham Court Road @ 
London W1A 4XF @ England 


